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Distributed By 
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INTRO 1 => TJ C TI O 3SC 


OVERVIEW 


Mars has been totally destroyed, but a group of renegade martians has 
set up a command center on PHOBOS, Mars' closest and largest moon. 
Your mission! invade the martian defense systems and destroy the 
martian control center deep in the core of PHOBOS. 

You must cut through sixteen levels of defense to destroy the control 
center. At first, you plummet through caverns, picking up fuel and 
knocking out missiles as best you can. However, due to the small 
diameter of PHOBOS, the gravity exerted on your ship isn't noticeable 
after a while, and you soon control your speed. But, it's small 
consolation considering the incredibly narrow and craggy paths you face! 
these are a real challenge to negotiate successfully. And that's not all. 
You must get past many different barriers, such as compound laser 
gates requiring fine timing and quick wrist action. 

Your mission doesn't end should you detonate the control center. You 
must begin your descent anew, because the martians rebuild the control 
center as soon as you destroy it! 


REQUIRED ACCESSORIES 

One ATARI Joystick Controller 
Cassette version 
16K RAM 

ATARI 410 Program Recorder 
Diskette version 
16K RAM 

ATARI 810 Disk Drive 
CONTACTING THE AUTHOR 

Users wishing to contact the author about PHOBOS may write to him at! 


2564 Elsiena Way 
AnaheiM, CA 92806 



GETTING STARTED 


LOADING FHOBOS INTO COMPUTER MEMORY 

1. Remove any program cartridge from the cartridge slot of your 
computer. 

2. Rug your joystick controller into the first controller jack at the front 
of your computer console. 

3. If you have the cassette version of FHOBOS! 

a. Have your computer turned OFF. 

b. Turn on your TV set. 

c. Insert the FHOBOS cassette into the program recorder's cassette 
holder and press REWIND on the recorder until the tape rewinds 
completely. Then press FLAY to prepare the program recorder for 
loading the program. 

d. Turn on the computer while holding down the START key. 

e. When you hear a beep, release the START key and press the 
RETURN key. The program will load into computer memory and start 
automatically. 

If vou have the diskette version of FHOBOS! 

a. Have your computer turned OFF. 

b. Turn on your disk drive. 

c. When the BUSY light goes out, open the disk drive door and insert 
the FHOBOS diskette with the label in the lower right-hand comer 
nearest to you. (Use disk drive one if you have more than one drive.) 

d. Turn on your computer and your TV set. FHOBOS will load into 
computer memory and start automatically. 


THE FIRST DISPLAY SCREEN 

After PHOBOS is finished loading into computer memory, the game title 
displays in large letters at the top of the screen. You may begin play by 
pressing the START key, or you can use the OPTION key to select a 
different skill level. 


USING YOUR JOYSTICK CONTROLLER 

Hold your Joystick Controller so that the red button is at the top left, 
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toward your TV screen* Use the joystick to move your space craft up* 
down* right* left* and diagonally through the subterranean passages* 
Use the red trigger button on the joystick to launch your laser 
torpedoes* 


THE FUNCTION KEYS 
OPTION -> skill level 

Use the OPTION key only during the first display screen to choose a 
skill level* The skill level will display in the center of the screen* 

FHOBOS has four skill levels* Each higher skill level requires 
navigating through more caverns. The skill levels are as follows* with 
the last cavern for each skill level being the martian headquarters: 

NOVICE caverns: A-F 

pilot caverns: a-j 

warrior caverns: a-n 

COMMANDER CAVERNS: A-P 


START -> start and restart game 

Use the START key to start the game and to restart it at any time 
during game play. 


SYSTEM RESET -> abort mission 

Use the SYSTEM RESET key at any time to abort your mission and 
return to the first display screen* 


SPACE BAR -> pause game play 

Use the SPACE BAR at any time during game play to pause the game* 
Press it again to resume playing. 
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YOUR MISSION 


MISSION BRIEFING 

Once you press the START key, your space craft is at the top of the 
first cavern, ready to begin its descent. You must dodge enemy 
missiles, pick up fuel for later caverns, and steer your way through 
increasingly trickier passages and laser gates. Due to the small 
diameter of FHOBOS* the gravity exerted on your ship is no longer 
noticeable after cavern D. 


INSTRUMENT PANEL 

A four-line instrument panel across the bottom of the screen displays 
information about the status of your mission! 

Line 1. displays your score on the left and the high score on the right. 

Line 2, with the letters A to P, indicates your current cavern. 

Line 3 shows your FUEL gauge, with the amount of fuel left in your 
tanks. 

Line 4 displays spaceships on the left to represent your number of 
remaining lives, and flags on the right to indicate the number of 
times you've started at the top of the first cavern. 


MARTIAN DANGERS IN THE CAVERNS 

FUEL TANKS — These tanks contain fuel, which is absorbed by your ship 
when they are struck by one of your laser torpedoes. 

FLYING SAUCERS 

MISSILES 

EXPLOSIVE DUMPS - These explosive storage areas, labeled TNT, are 
very dangerous, because you must be at least four ships' height from 
the explosives when they are struck by your laser torpedoes or you will 
be blown up with them. 


Good luck! 
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Limited Warranty on Media and Hardware Accessories. Atari, Inc. (“Atari”) warrants to the original 
consumer purchaser that the media on which APX Computer Programs are recorded and any 
hardware accessories sold by APX shall be free from defects in material or workmanship for a 
period of thirty (30) days from the date of purchase. If you discover such a defect within the 30-day 
period, call APX for a return authorization number, and then return the product to APX along with 
proof of purchase date. We will repair or replace the product at our option. If you ship an APX 
product for in-warranty service, we suggest you package it securely with the problem indicated in 
writing and insure it for value, as Atari assumes no liability for loss or damage incurred during 
shipment. 

This warranty shall not apply if the APX product has been damaged by accident, unreasonable 
use, use with any non-ATARI products, unauthorized service, or by other causes unrelated to 
defective materials or workmanship. 

Any applicable implied warranties, including warranties of merchantability and fitness for a 
particular purpose, are also limited to thirty (30) days from the date of purchase. Consequential or 
incidental damages resulting from a breach of any applicable express or implied warranties are 
hereby excluded. 

The provisions of the foregoing warranty are valid in the U.S. only. This warranty gives you 
specific legal rights and you may also have other rights which vary from state to state. Some states 
do notallow limitations on how long an implied warranty lasts, and/or do not allow the exclusion of 
incidental or consequential damages, so the above limitations and exclusions may not apply to 
you. 

Disclaimer of Warranty on APX Computer Programs. Most APX Computer Programs have been 
written by people not employed by Atari. The programs we select for APX offer something of value 
that we want to make available to ATARI Home Computer owners. In order to economically offer 
these programs to the widest number of people, APX Computer Programs are not rigorously 
tested by Atari and are sold on an “as is” basis without warranty of any kind. Any statements 
concerning the capabilities or utility of APX Computer Programs are not to be construed as 
express or implied warranties. 

Atari shall have no liability or responsibility to the original consumer purchaser or any other 
person or entity with respect to any claim, loss, liability, or damage caused or alleged to be caused 
directly or indirectly by APX Computer Programs. This disclaimer includes, but is not limited to, 
any interruption of services, loss of business or anticipatory profits, and/or incidental or 
consequential damages resulting from the purchase, use, or operation of APX Computer 
Programs. 

Some states do not allow the limitation or exclusion of implied warranties or of incidental or 
consequential damages, so the above limitations or exclusions concerning APX Computer 
Programs may not apply to you. 


For the complete list of current 
APX programs, ask your ATARI retailer 
for the APX Product Catalog 





ATARI* 
PROGRAM 
EXCHANGE 

P.O. Sox 3705 
Santo Clara CA 95055 



We're interested in your experiences with APX programs 
and documentation, both favorable and unfavorable. 
Many of our authors are eager to improve their programs 
if they know what you want. And. of course, we want to 
know about any bugs that slipped by us. so that the 
author can fix them. We also want to know whether our 

1 . Name and APX number of program. 


Review Form 


instructions are meeting your needs. You are our best 
source for suggesting improvements! Please help us by 
taking a moment to fill in this review sheet. Fold the sheet 
in thirds and seal it so that the address on the bottom of 
the back becomes the envelope front. Thank you for 
helping us! 


2. if you have problems using the program, please describe them here. 


3. What do you especially like about this program? 


4. What do you think the program s weaknesses are? 


5. How can the catalog description be more accurate or comprehensive? 


6. On a scale of 1 to 10. 1 being “poor” and 10 being “excellent'’, please rate the following aspects of this program: 
Easy to use 

User-oriented (e.g.. menus, prompts, clear language) 

Enjoyable 

Self-instructive 

Useful (non-game programs) 

Imaginative graphics and sound 






7. Describe any technical errors you found in the user instructions (please give page numbers). 


8. What did you especially like about the user instructions? 


9. What revisions or additions would improve these instructions? 


10. On a scale of 1 to 10, 1 representing “poor” and 10 representing “excellent”, how would you rate the user 
instructions and why? 


11. Other comments about the program or user instructions: 
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